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Note to Parents 



Ranch encourages players to experiment imaginatively 
sign and composition in combining the characters and 
ipes to create different pictures. Players also learn to uj 
i simple Inn versatile menu of commands to select and 
manipulate these elements, 



In addition, the book sections "How Parents Can Help" 
and " felling lall rules" encourage players to make up 
stories about the ranch scenes they create. 

Ranch will provide players with hours of learning fun. 
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HOWDY! Welcome to Ranch, a game that lets you create 
and animate your own wild west scenes. Start with a blank 
screen and add cowgirls, cowboys, and critters. Choose 
some simple shapes to build a ranch house and corral. 
Color, copy, move, or erase anything on the screen. You can 
even animate your western scene and pick a western tune to 
go along with it. When you're finished for the day. save your 
picture to show to your friends, or to play with later. You'll 
find it's easy to have fun with Ranch in lots of different ways. 



IN THIS BOOK. .1 

GETTING STARTED 

HOW TO PLAY RANCH 
Cursor 
Screens 

How to Pick Objects 
Options 

RANCH ACTIVITIES 
Cowboy Hat 
Best Vest 
Bandana Tricks 
Ride a Stick Horse 
Western Grub 
Telling Tall Tales 

HOW PARENTS CAN HELP 



GETTING STARTED 



Atari" and Commodore 
64 T " Computus 

1. Turn off tlu computer. 

2. Plug trn lick in 
port 1. 

3. Put the cartridge In the 

cartridge slot < II you 
are using an Vtari x*»<> 
compute i. pint 
cartridge in the left 
hand slot.) 

4. Turn the computet <>'i 
Remember to nun off 
the computet b 
removing the cartu.l 

IMPORTANT: [bsavc 

on disk a ranch scene you've 
created, you must prepare 
the disk. This has to be done 
before starting to play Ranch 
and before doing steps one 
through four above. 

COMMODORE 

Format a disk in the usual 
way. If you already have a 
formatted disk with enough 
space on it. you can use that. 



Once you have a formatted 
disk, you can insert it in the 
disk drive at any lime during 
play, with the compulci on 
■ii .itisi turn on the disk 
drive then pul In the disk. 

\IVKI 

i ormul .i dixit ind th< n pul 

i M >'. ihi-.k ■ 

u in) on n You * tin um in 
.iin ,ui\ for mult i 'Mi 

i » is ii ii 

.Ml II 

You muni Mr.. H ii. 
before turmmj on ihi i om 
pule] and plu) inji Ranch* 

I lis! IMMI .Ml I In ill I .Ii 
Inseil the disk I hen turn on 
the compute! 

Go through the same 

procedure when you want to 
load a scene you've formerly 
saved . 

For further load and save 
instructions, sec "How To 
Play Ranch." 



HOW TO PLAY RANCH 



When the program begins, 
you'll see a short demonstra- 
tion of how to build a ranch 
scene, If you want, you can 
keep the demonstration 
ranch scene and add to it. 
Press the RETURN key to 
do this. If you want to build 
your own ranch scene, wait 
until the demonstration has 
finished, then press the 
joystick button. 

CURSOR 

□ The opening 
screen is the 
building screen. 
Across the bottom of the 
screen is a row of words and 
symbols. These arc options. 
The square box on the screen 
is (he cursor. Move the joy- 
stick and the cursor moves 



To activate an option, 
move the cursor to < in* "t 
the words or symbols Pi 
the joystick button .When 
you've chosen an opium 
you'll hear a tone and th 
word or symbol change 
color. 

To turn off one option 
activate a new option, 

EXCEPT: The animui. 
music options are turned 
by moving the cursor bui ^ 
to their symbols and pi 
ing the joystick button. 
Turning on erase also (tun 
off animate. 
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SCREENS 

There are a number m sen 
in Ranch. By moving the 

cursor, you can see thi 
character screen* containing 
the parts used 10 build rai 
scenes. 

On thesi ens you will 
find shapes, letters, numbt 

people, animals, and objects 
like a train and .1 ( be 

The character screens BfC 
located to the lefl and rjghl 
of the building screen. ( Ml 
Atari, you will also And >> 
character screen abOVC the 
building screen. 

Just mow the cursor in 

the direction ol thl » recn 
you want until you m« 
onto it. NO'l I Move the 
cursor left or right to exit 
the top character screen on 
Atari. 

lor a closer look at what's 
on the character screens, 
turn to pages 18-21. 

The last screen in Ranch 
is reached by the menu 
option. You'll find out about 
it later in these instructions. 
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HOW TO PICK OBJECTS 



tR 



To build a ranch, 
you will pick up 
objects from the 
character screens and put 
them on the building screen. 

To pick up anything on 
character screens, move the 
cursor to that object. Press 
the joystick button. You'll 
hear a tone when the object 
has been picked up. Move 
to the next object you want 
to pick up and press the joy- 
stick button. You can pick up 
objects one at a time or up 
to twelve at a time. 

Move the cursor back to 
the building screen after 
you've picked up what you 




Let's make a house. Pick up 
some shapes. 



want. To put an objn i down 
press the joystick button II 
you have picked up a numbci 
of things, press the button 
once for each item B< 

ful not to put object 1 

of each other. It the ob|< 
are not exactly when- yuii 
want them, you can m 
them later. 

Remember to drop * • 1 1 
everything you picked up 
or you won't be able to 
activate a new option 01 
back to the character m i i 

You can pick up mun 
shapes from the churacl 
screens any time durii 





Put down the shapes on the huiUUnv 
screen. 




MOVE 




Use this option 

to move any 

WO^^ object on the 

building screen. 

To activate thi n 

guide the cursor to nova 
and press the joystick button 
Guide the cursor to the 
object you want to move. 
then press the joystick but 
ton, A tone lets VOU know 



you've picked up the object. 
Move the cursor where you 
want the object to be. Press 
the joystick button and the 
objed will be dropped off at 
that s|iot.When you're in 
move mode, you can move 

.is many objects as you want. 
one al .1 time 
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Build your house by moving 
the shapes together like this 



COPY 



COPY When an object 
is on the building 
screen, you can 

copy it as often as you like. 

To activate this option, 
move the cursor lo copy and 
press the joystick button. 
Move to the object on the 
building screen you want to 
copy, then press the joystick 
button. Move the cursor 
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where you want thee* >|>\ [0 
be. Press the joystick button 
and a copy appears, Every 
time you press the button 
you make another 
the object. Remcmbei to 
move to a new space foi 
each copy. 

To make copies of ;ui<>i|„ i 
object, go back to (he topj 
option and press the ]< 
button. Now go to the i 
object and do the same 
thing you did before. 
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Build a fence hx copying this 
shape. 



Pur a herd of cows on your rum h 
Get one cow and copy it. 
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ERASE 




You can remove 

an object from 

the building 
screen at an) time by using 
the craw option 

To activate ihis option. 
guide the cursor to erase 
and press the joystick button 
Mo\e to the obi( cl you 



want to erase. Press the 
joystick button and the 
object disappears. When 
you're in erase mode, you 
tsc as many objects as 

you want. Move to each 
objeel and press the joystick 

button. 




Oops! Too many cows. 
Let's erase some. 



COLOR 

COLOR You can color 
anything on the 
building screen, 
even the background. 

To activate this option, 
move the cursor to color, 
then press the joystick but- 
ton. Move to an object you 
want to color. Every lime 
you press the joystick but- 
ton, the color changes. Stop 
pressing the joystick button 
when you've reached the 
color you want. 

When you're in color 
mode, you can change the 



color of any object on the 
building screen the same 
way. 

To change the color of the 
background, move the cw 
to an empty space on thfl 
building screen and pi< 
the joystick button. 

HINT: When you cop) un 
object, you copy the coloi 
loo. If you want all youi 
copies of an object the sam< 
color, color it before you 
copy it. 




Color your ranch. 
10 



How ahtmt a dark nighi sky? 




ANIMATE 

This option is 
used to animate 
objects i Not 

everything animate* 
To find out which oh 

animate, activate ultimate 

b> moving to the symbol 

and pressing the joystick 

button. Now move the cw*or 
to the cliuracler screens. 

You'll sec .ill the obj< 
that can animate moving 



You can be in animate 
mode and activate another 
option at the same time. But 
you have to activate animate 

i .ind then the other 
option you want. 

lo >.top animation, go 
hack to miimute and press the 

joystick buiioii [Urning on 

eriM also turns '»ii animute. 
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( OW1 get hungry. To let them 
tetj animate them 
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FREEZE A1TD CYCLE 



I mm I This option can 
freeze an ani- 

l^^l mated object in 
one of its many positions. It 
can also let you animate 
objects that arc the same so 
their movements are out of 
synchronization. 

Before vou use freeze and 
cycle, turn animate off. To 
activate freeze and cycle, 
move to the symbol and 
press the joystick button. 
Then move to an object that 
can animate and press the 
joystick button. As you 
press the button, the object 
will cycle through all its 
positions. Keep pressing 
until you find the position 
you want. 

Every object that can ani- 



mate has two states: animal 
ing and non-animating. 
Freeze and cycle works like 
an on/off switch. When the 

lick button is pff-NeJ an 
odd number of times- it 
changes the object from its 
current state to its opposite 
state, for instance, from 
animating to non-animating 
or from non-animating to 
animating. When the joy- 
stick button is pressed an 
even number of times, it 
keeps the object in its cur- 
rent state. 

If you have freeze and 
cycle and animate on at the 
same time and turn off ani- 
mate, freeze and cycle tin 15 
off loo. 




■n don t want your cows lo 
look like they're playing follow 
the leader when they're eating. 




put each one into a different 
position. 
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TRAVEL 

You can make 
any object travel 

TRAVEL across the screen 

wilh this option 
To activi option 

move to travel. Press the 

joystick button. Move to the 

object you went '<> make 
travel. Press the joystick 
button and the object will 
travel across the screen I" 
stop the objw i traveling. 
press the joystick button 

When you're in travel mod( 
you can make anothei obj 
travel. Just move to thai 

object and press the joystick 
button. 

Only one object can navel 
at a time. 

NOTE: When you turn on 
travel, animate turns on 
too. When you turn animate 
oft", vou turn travel off. 
Travel and freeze and cycle 
cannot be on at the same 
time. 



You cart make a cowboy ride 
across your ranch. 



MUSIC 



OYou can choose 
one of three 
western tunes as 
music for your ranch scene, 
or vou can turn the music 
off. 

To choose a tune, move 
the cursor to the music sym- 
bol. Every time you press 
the joystick button, a new 
tune plays You can change 
the music .it ;iny time during 

the game. The music option 

in be on while you are 

ii'ini' other options 

NOT1 lb heai the tone 

used fol picking an object. 
the music must be turned 
Off. 




( Iwose a slow ballad or mum (or 

trotting. 
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MENU 




To use the last 
screen in Ranch. 
MENU move to menu 
on the building screen and 
press the joystick button. 

You'll see these four 
options: 

LOAD SAVE ZAP RANCH 

C « **p This is the way 
MO*vw you save your 

scene on tape or 
disk, so you can play with it 
later. 

To prepare the disk, 
review the "Getting Started" 
section . 

To activate save, move to 
this option and press the 
joystick button. 

COMMODORE: The fol- 
lowing words will appear: 

TYPE: "FILENAME". 1 TO 
USE TAPE 

TYPE: "FILENAME',8 TO 
USE DISK 

Type a name for your ranch 
scene in quotes, followed by 
,1 for tape or ,8 for disk. 



Press RETURN for both 
tape and disk, then press 
record and play for tape, 
and your scene will be saved 
for future use 

If you have made a mis- 
take, the following words 
will appear: 

OOPS! PRESS TRIGGER 
TO RETURN TO MENU 

Press the joystick button 
and you'll return to the 
building screen. Then you 
can start the process over. 
There is another kind of 
mistake that freezes the 
joystick and joystick button 
You may see 

PRESS RECORD & 
PLAY ON TAPE 

when you're not saving to 
tape. If neither the joystick 
nor the RETURN key 
works, press the RUN STOP 
key. Then you'll see 

OOPS! PRESS TRIGGER 
TO RETURN TO MENU. 

Proceed as above. 
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ATARI: The following word 
will appear: 

FILENAME 

lv|K- D1 and then youi 
filcnai ind th< 

your filename depending 

on win. It disk dfivc you are 

using. Prod HI MIRN and 

your s> ill be laved. 

It you hove in.uk- .1 mis- 
lake, the following words 
will appeal 

OOPSIPRESSS rRlOQI R 
TORETUHN TUMI NU 

Press the joystick button 
and you'll return i<> the 
hiijidini! screen i I hen vou 
can start the process over, 

T f\4 A * ' ncc v ' Hl vc 
JjUcLQ. saved a picture, 

you can load it 
to use again. 

To activate load, move 
to this option and press the 
joystick button. 

COMMODORE: The fol- 
lowing words will appear: 

TYPE: "FILENAME",! TO 



USE TAPE 

TYPE: "FILENAME"^ TO 

USE DISK 

You may either type the 
filename of the scene you 

want to load, or you may 
rc\ icw the directory of scenes. 

• 

To load a scene, follow 
the same procedure as for 
save on the Commodore. 

To see the directory, type 
"$".8 fur disk. Ona you 
have reviewed the directory, 
ss the joystick button to 

'urn to the menu. 

II you have made a mis- 
take, the following words 
will appei 

OOPS! PRESS TRIGGER 
TO RETURN TO MENU 

Press the joystick button 
and start the process over. 
There is another kind of 
mistake that freezes the joy- 
stick and joystick button. 
You may see PRESS PLAY 
ON TAPE when you're not 
loading from tape. If neither 
the joystick nor the RE- 
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TURN kev works, press 
the RUN STOP key. Then 
you'll see 

OOPS! PRESS TRIGGER 
TO RETURN TO MENU. 

Proceed as above. 

ATARI: To prepare your 
disk for loading on Atari, 
review the "Getting Started" 
section. 

The following word will 
appear: 

FILENAME: 

You may either type the 
name of the scene you want 
to load, or you may see the 

directory of scenes. 

To load a scene, follow 
the same procedure as for 
save on the Atari. 

To see the directory, type 

D1:* .♦ or D2:*.* 

depending on which disk 
drive you are using. Once 
you have reviewed the direc- 
tory, press the joystick button 
to return to the menu. 
If vou have made a mistake. 



the following words will 
appear: 

OOPS! PRESS TRIGGER 
TO RETURN TO MENU 

Press joystick button to 
return to the building screen 
and start the process over. 



Zap 



This option era^-. 
everything on 
the building 
screen at one lime. To acti- 
vate this option, move to 
/up and press the joystick 
button. 



Ranch 



This option 
is vour exit 
back to the 
building screen. Move to 
ranch and press the joystick 
button. 

Now you know everything 
there is to know about how 
to play Ranch. Following 
you will find a summary of 
what each option does. 



16 



SUMMARY OF OPTIONS 

To activate an Option, move the cursor to !hc word or symbol 
(or the optioi .mil puss the joystick button.Then move to 
ill*.- object you want to use the option with, and press the 
joystick button 

SCREI NS 

There is .1 blank ^\cci\ for building, with options displayed 
on it I Inn- .ur i haractcr screens, with people, animals, 
object!*, ihnpCS. Idlers, and numbers. 



OPTIONS 

Move 

Copy 

Eras*- 
Color 

Animiitc 
Inn el 

Freeze 

and 

Cycle 

Music 

Menu 

Load 

Save 

Zap 

Ranch 



to move characters around on the building 

screen 

lOCOp) an) charade] on the building screen 

to erase an) Cbaractei on the building screen 

10 coloi .ni\ ler and the background on 

the building MKM 

to animate a selection of characters 

i< i m, ike any character travel across the build- 
ing screen 

to freeze a character that can animate; to 
cycle a character that can animate through its 
different positions 

to select one of three tunes or silence 

to get to the options listed below 

to load previously saved disk or tape 

to save a picture on disk or tape 

to erase the whole building screen 

to go back to building screen from menu screen 

17 



CHARACTERS 
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\ocomatUt 





pony at/to horse 

iiiiiii m ** 

pi<5 piglet r#0$tcr 





It Is 

duck Kitty £4f ^ 
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ft 





rider r\far rider 

Whetl Hrc smote. 






mihe. 
do? 



sr T^flJ 

rflMnf- hen cow 

to ^ 4k * 

a^fe deer frirffoto iwtf 
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MORE CHARACTERS 

ABCDE FGH I J 

TUVWXYZ 

I--- + 

I "-J 








patterns 



m 






o 




roof -top? 



cloud p4rt$ 







pus 
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A 



20 



KLM NO PQRS 
O 1 2 3 4 56 7 



*fcy 



htair$ 








' met ' 

LJ 

Mesa^ , Mountain tops , ^ , \ w ^ 












roofs, Mountains 
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Joyce Hakanvtun 
Associates Inc., creator 
of Ranch, is a team of 
artists, musicians, educators, 
programmers, writers, and 
game specialists working together 
to bring excellence and excite- 
ment into young people's 
computer games. 

President: Joyce Hakansson 

Programmer: Tim Scully 

Design and Animation: 
Bud Luckcy 

Music: Ed Bogus 

Technical Director: 
Ken Leonard 

Educational Research: 

Sandra Curtis, 
Bobbi Hutchcson 

Book Author: Fran Christie 

Book Design and Production: 
Linda Allison, Oona Johnson 

And: Barbara Bybee, 
Elizabeth Larkam 

Package Illustration: 

Bill Morrison ^l 

SPMNOKER 

V* make learning fun 



TTii* «ofl*-arc pnxlucl b Copyrighted .md all 
ngbu arc reserved by Spinnaker Software 
Corporation, The distribution and sj|e of 
\\\w product arc intended fur the uw o\ the 
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read the program from Iti medium into 

mentor) ol i computer tot ih 

deeming ihn- program * opytuf Aujitocal- 
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